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Forgotten Realms: Abeir-Toril\Faerun\Zakhara 


Introduction: Al-Qadim campaign setting is themed after the Arabian Nights stories. Zakhara, also 
known as the Land of Fate, was a giant peninsula of the same super-continent that hosted Faerfin and 
Kara-Tur on the planet Abeir-Toril. (Forgotten Realms Campaign Setting 3rd edition, 2001) 
The majority of what follows is from reference materials and organized to correspond with 
D&D5e rule set. 
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Important Concepts 

There are a number of important concepts to 
the Zakharan culture including honor, family, 
social station, purity, piety, and hospitality. 


Zakharan society is broken into two main 
divisions: 
Al-Badia: The nomadic desert people. 
Al-Hadhar: The city people. 


Zakhara's society is made up mainly 
of humans, but demihumans such 
as elves and dwarves are present in the setting 
also, as well as humanoids such 
as orcs, goblinoids, and ogres. Unlike most 
settings, there is practically no racial 
disharmony in Zakhara: humans, elves, and 
orcs alike share the same culture, lifestyle, and 
social status, and races traditionally considered 
evil savages, such as goblins, are instead valued 
members of society. The nomadic Al-Badia are 
predominantly human, whereas the Al-Hadhar 
possess greater diversity. The nomads and city- 
dwellers, humans and non-humans alike, are all 
united as a single culture under a single religion 
(a polytheistic pastiche of Islam) and as 
subjects of the Grand Caliph; the entire 
continent is effectively a single empire, 
although different regions, city-states, and 
tribes have unique local cultures. 


Classes and Backgrounds 


Because of the Arabian Nights setting, there are some 
changes to the flavor of classes and backgrounds. The 
main difference is in the name of the class\background, 
work associated with those, and the role playing outlook 
for those who take them. 


Classes 


There are no changes to the classes, just changes to the 
composure, names, and the outlook of society on those 
who do work in the class’s field of study. 


Cleric 


Mystic 

Mystics were bizarre priests in Zakhara 
whose powers were rumored to move both 
men and mountains. Mystics often gained 


Not for resale. Permission granted to print or photocopy this document for personal use only. 


Not all inhabitants of Zakhara belong to 
the shared culture, however; there are many 
tribes of pagan human barbarians who reject 
the Law of the Loregiver and the worship of the 
Pantheon, and certain monstrous races— 
including the yuan-ti, the vile yak- 
men (or yikaria, as they call themselves), and 
most giants—dwell apart in their own societies. 

The people of Zakhara speak and write 
a common language called Midani (represented 
by Arabic). 

Zakhara has a wide variety of gods, but 
all recognize the power of Fate. Fate may cast 
down the mightiest sultan or raise up the 
meanest beggar. None can agree on her nature, 
whether the mother of the gods or an elemental 
force. All acknowledge her power, however. 

In Dungeons & Dragons game terms, Fate is 
not given statistics, spells, or priesthoods as are 
most deities. 

In the distant past, a woman known 
only as the Loregiver penned the scrolls that 
clearly laid out the laws of the land, some say 
guided by the hand of Fate. The wisdom of this 
Lore was immediately recognized and became 
the basis of law in Zakhara. The vast majority 
of Al-Hadhar and most Al-Badia are 


Enlightened in the way of the Loregiver. 
(Arabian Adventures, 1992) 


spiritual awareness or revelations through 
dance, meditation, or other eccentric means. 
(Arabian Adventures, 1992) 


Rogue (Assassin) 


Holy Slayers 

Holy slayers were elite assassins 
within Zakhara who meted out justice based 
on a specific set of principles and beliefs. 
Often, just the knowledge that a holy slayer 
was operating nearby was enough to dissuade 
those who opposed their goals or beliefs. 

Holy slayers could be male or female, 
but some of the holy slayer organizations only 
had members of one sex. The Soft Whisper 
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was an all-female organization, and the Wind 
of Fate was all male. Examples of other 
groups were the Wrath of the Old, the Storm 
Which Destroys, and the Grey Fire. 

They were utterly devoted to their 
organization, literally created to follow the 
orders of their Grandfather or Grandmother. 
All holy slayers were expected to sacrifice 
their lives if called upon to do so. 
Grandfathers and Grandmothers often used 
this devotion to show their power by having 
holy slayers jump off a building to prove their 
worth. Any holy slayer who disobeyed a direct 
order became an outcast, and was hunted 
down and killed. 

Holy slayers could operate out of the 
base of their chosen organization, or dwell 
among regular citizens while waiting for direct 
orders or "The Call." 

The biggest shortcoming of being a 
holy slayer was their short lifespan. 

(Arabian Adventures, 1992) 


Sorcerer 


Genie Bloodline (Draconic Bloodline) 
Genie Ancestry Type Damage Type 


Dao Earth Acid 
Djinni Air Lightning 
Efreeti Fire Fire 
Marid Water Cold 


Warlock (Pact of the Chain_ 


Sha'ir: Male; Sha’ira: Female 

Sha'irs were unique Zakharan wizards 
who communicated with the spirits of the 
elements—the genies. Some Zakharans even 
believed traces of genie blood were spread 
across all races populating the Land of Fate 
and that this genie ancestry manifested itself 
the most within a sha'ir. 

These wizards were mysterious and 
powerful figures in Zakhara. Since it was 
widely known that sha'irs associated with 
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genies, most would-be attackers thought twice 
before threatening them. 
(Arabian Adventures, 1992) 


Warlock (Pact of the Blade) 


Mystic of Nog 

A wizard who channeled and contained 
magical power through their flesh. 
(The Complete Sha'ir's Handbook, 1994) 


Wizard 

Divination: Astrologer [or] Baule Diviner 
Conjuration: Clockwork Mage (Mechanician) 
Evocation: Elemental Mage 

Illusion: Mageweaver 


Necromancy: Ghul Lord 
(Arabian Adventures, 1992; The Complete 
Sha'ir's Handbook, 1994) 


Backgrounds 
Acolyte 


Faris: Male; Farisa: Female 

Farisan were the mortal champions of their 
gods. This level of devotion went beyond that 
of even paladins as paladins leaned toward 
fighting for good and law. The will of a faris's 
god (and church) took priority above all other 
matters. A faris also played an important role 
in recruiting followers to their god's path. 

Holy warriors went out of their way to aid 
others fighting for their gods. Goods, services, 
supplies, and shelter were just a few benefits 
that could be expected. 

Farisan were obedient followers of their 
god's church. As such they were expected to 
carry out orders from their superiors even in 
the face of certain death. 

(Arabian Adventures, 1992) 
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Pragmatists: Clerics of the Faith Pragmatic 

The most liberal and most common of all 
priests in Zakhara. A pragmatist's belief 
system was based upon taking the ethos of the 
gods and fitting it to face the problems of the 
contemporary world. Pragmatists often 
wandered far from their temples in order to 
help spread their teachings. 

These men and women were considered to 
be the most even-tempered and understanding 
of all religious figures in Zakhara. They were 
very active with their god's ethos. For 
example, a pragmatist worshiping a god of 
healing was usually found at a hospice. 

Pragmatists moved around often, 
sometimes only holding a position for a few 
months before travelling to their next 
destination. Pragmatists were very tolerant of 
other faiths and their beliefs. It was not 
uncommon to find two pragmatists of 
"opposing" religions travelling together in 
harmony. 

Every religion in Zakhara had a pragmatist 
wing, even those of the heavily moralist 
pantheon. The Temple of Ten Thousand Gods 
was the most popular church among 
pragmatists. 

(Arabian Adventures, 1992) 


Ethoists: Clerics of the Faith Ethical 

Conservative priests who promote a 
particular path. 

Priests who primarily maintained the 
temples and mosques of Zakhara. They called 
for prayer, delivered sermons, and performed 
daily tasks required by their god. 

Ethoists did not have any special 
requirements, though the spouse of a married 
ethoist needed to belong to the same religion. 

Most ethoists were methodical individuals, 
carefully maintaining their daily routines and 
the happenings of their house of worship. 

Young ethoists were usually encouraged to 
go out and explore the world before returning 
for a more rigid lifestyle as a priest. These 


young ethoists were required to document 
their travels and activities. They would discuss 
their documentation with other ethoist priests 
whenever they reached a temple of their god. 

Ethoists wore a turban adorned with a holy 
symbol of their god, usually made from 
precious metal. Ethoists also wore a shoulder 
vestment with their god's symbol. 

Ethoists were always expected to follow 
the instructions of their superiors. They cannot 
be of chaotic alignment. 

(Arabian Adventures, 1992) 


Charlatan 


Merchant-rogues 
Favorite Schemes: Trading and 
Merchanting 

Merchant-rogues are businessmen and - 
women in Zakhara who also stole from their 
clients from time to time. 

Merchant-rogues were traders first and 
thieves second. Business was their lifeblood. 
They could be found all over the entire 
continent of Zakhara. They often dealt in 
stolen goods. 

As soon as they could afford it, merchant- 
rogues usually flaunted their wealth with 
extravagant clothing and other equipment. 

(Arabian Adventures, 1992) 


Criminal 


Sa'luks 

Sa'luks were scoundrels and free 
adventurers in Zakhara. Rogues to their core, 
these men and women owed allegiance to 
none but themselves. 

Sa'luks usually roamed wherever they 
wanted. They survived by their skill at 
thieving, and lived for the moment. Freedom 
was what a sa'luk most appreciated. They 
would do what they wanted, when they 
wanted. 

Sa'luks usually had nothing to tie them 
down to one location. Even after scoring a 
successful haul, they typically spent their 
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wealth quickly on superficial baubles or 
entertainment. 
(Arabian Adventures, 1992) 


Entertainer 


Rawuns 

Rawuns (formal plural rawunin) were 
the bards and storytellers of the desert in 
Zakhara. They used epic poems to spread the 
legends of their tribe. 

Rawuns had strong memories and stronger 
voices. They were the keepers and spreaders 
of knowledge in the Land of Fate. Rawuns in 
urban areas were often well-read. 

Many rawun were drawn to collecting 
books and scrolls wherever they could find 


them. 
(Arabian Adventures, 1992) 


Folk Hero 


Desert Rider 

Public opinion on desert riders varied 
depending on who was asked. The nomads, or 
Al-Badia, revered the desert riders as true 
heroes who represented the traditional 
qualities of desert folk: bravery, honor, and 
freedom. Villagers of small towns often 
thought they were little better than wandering 
thieves. Realistically, both are right. Men and 
women of good and evil backgrounds became 
desert riders. 

Desert riders viewed the city folk, or Al- 
Hadhar, as lost souls who missed out on the 
freedom offered by the desert. 

Due to constant exposure to extreme heat, 
desert riders rarely wore armor heavier than 
chain mail. A desert rider's most prized 
possession was his or her mount. 

(Arabian Adventures, 1992) 


Guild Artisan — 


Hermit 


Kahins: Male; kahinas: Females 

Kahins\Kahinas were the practitioners of 
an unusual and ancient faith in the burning 
land of Zakhara. Also called idol priests, they 
saw divinity not only in the gods but in all 
things, and saw a divine force at work in the 
universe as a whole. They did not, however, 
necessarily believe that this force worked 
toward a discernible goal. Kahins strove for 
balance and moderation both for themselves 
and the world around them. Together with the 
fact that they were often wandering, this 
attitude often led them to take the role of 
mediators, especially in Al-Badia society. 

Each kahin channeled the power of the 
universe in a different way, through worship 
of a particular idol, holy site, or local god. 
Despite their name, idol priests considered the 
worship of living idols as savage and opposed 
their cults. 

Kahins were very loosely organized, 
usually traveling without others of their faith, 
but recognized and helped each other 
whenever the need arose. Very experienced 
idol priests formed the Circle of Aged Masters 
and took upon themselves the instruction of 
like-minded youths. 

The symbol of the kahin faith was six 
atrows pointing down arranged in an arc. 

This faith had some common ground with 


the Durpari belief in Adama. 
(Arabian Adventures, 1992) 


Noble - 
Outlander 


Outlander; Spell caster: Ajami 

Outland were people found in Zakhara who 
traveled there from some other location. With 
foreign arms and armour. 

Outlands stood out in Zakhara like a sore 
thumb. Their accents were thick, their armor 
was usually heavy, and their swords were 
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curiously straight. They attracted attention 


wherever they roamed. 
(Arabian Adventures, 1992) 


Sage 


Hakima 

Hakima, or Wise Women, were 
insightful sages in Zakhara. 
All Hakima were female and possessed great 
wisdom. 

Hakima served as tribal family 
protectors or even leaders. Hakima excelled at 


reading the truth in others. 
(Arabian Adventures, 1992) 


Sailor 


Corsair 

These warriors were free spirited and 
possessed adventurous souls. They prowled 
the borders of civilized society in search of 
easy prey or high adventure, sailing wherever 
their hearts desired. Corsairs often had a bad 
reputation that was unfounded. Many believed 
all corsairs to be simple pirates, but there were 
plenty of good-hearted corsairs sailing the seas 
surrounding the Land of Fate. 

They rarely wore armor heavier than 
regular or studded leather, as it presented the 
danger of drowning while at sea. Many in 
Zakhara viewed corsairs with disdain, causing 
the warriors to be looked down upon by other 


members of society. 
(Arabian Adventures, 1992) 


Soldier 


Askar: Male; Askara: Female 

Many elite warriors began their careers as 
askar. They often served as caravan guards, 
city soldiers, or palace guards. Askar were 
typically found in urban areas and were more 
civilized than other warriors. The sky was the 
limit for how high a warrior beginning as an 
askar could rise. Many askar were extremely 
patriotic and were easily offended if their 
homeland was insulted. 


(Arabian Adventures, 1992) 


Moralists: Clerics of the Faith Moral 

The most conservative and intolerant 
among the priests, who are the militant priests 
in Zakhara who served as the heart and fire of 
their church. 

Moralists priests could be male or female 
of any race. Males and females were usually 
segregated into separate buildings and 
sometimes even separate temples. All 
moralists were lawful individuals. 

These priests were zealots. This distinction 
often led others to view them as dangerous. 

All rules governing a moralist's life were 
derived from their god. They tolerated ethoists 
and pragmatists of their own religion, but still 
believed they were not living their lives 
properly. They disliked other priests and 
despised magic-users. 

Unless approved by their god, all earthly 
distractions were avoided by moralists. They 
only mingled with non-moralists if given a 
direct order by their superiors. 

Moralists were stern and serious 
individuals at all times. They kept precise 
records of their accounts and actions in case 
they were ever called upon to defend 
themselves. 

Moralists always wore the official uniform 
of their church. Chainmail armor was usually 


worn underneath their uniform. 
(Arabian Adventures, 1992) 


Urchin 


Beggars 

Beggars were among the lowest individuals 
of Zakharan society. 

These individuals focused on daily survival 
on the scorched streets of the Land of Fate. 
Their lives were dominated by hunger and 
basic needs. Dreams of grand adventure were 
just that—dreams. Beggar-thieves were 
generally respectful of authority, assuming 
that the authorities had their backs turned. 
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Beggars had scant possessions. Those who 
had anything of value typically kept it hidden 
or stashed away to increase their chances of 
begging coins or food from charitable citizens. 

Since there were many ragged individuals 
populating the streets of Zakhara, beggars had 
an uncanny ability to disappear in a crowd. 

Beggars were regarded as the lowest 
members of society, negatively affecting any 
interaction with non-beggars. 

(Arabian Adventures, 1992) 
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